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DEFENSE 

MANUAL 


WarGames 

Based on me hit mgm/ua Movie* 

• For one or two playe rs,, 

ages 10 & up • Choose from Eight Challenge Levels 



Captures all the heartslopping tension and excitement of 
the United Artists blockbuster movie! 


For a One-Player game, use the ColscoVision* nr ADAM™ 
hand controllers or Super Actiorf" Controllers.. 

For a Two-Player game, use your ColecoVisicrf; ROLLER 
CONTROLLER. 










RED ALERT! 


You are the commander a I NOR AD defending the United 
Slater against an enemy attack. You have only minutes to 
make life or deam decisions as you delend against enemy 
bombers, subs and missiles. Every second counts. Race 
against the clock arid! the enemy to save the world from 
Doomsday, 

Your orders: Defend prime targeis (cities and military bases) 
in the United States with tne help of the NO RAD defense 
computer. If your defense is successful, you stop the 
NO RAD computer from launching an I CBM counter strike 
that will surely result in the destruction of all mankind. 

WAR GAMES ... is it a game, or is it real 1 ? 


GETTING READY TO PLAY 


ALWAYS MAKE SURE THE COLIGGV1SI0N* UNIT OR 
ADAM’ 4 IS OFF BEFORE INSERTING OR REMOVING A 
CARTRIDGE. 
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Defending The Country 

Insert the Overlay into the Co leco Vision™ or ADAM‘ M Port 1 
Controller. (If you are using the Super Action'“ Controller, do 
not try to insert the Overlay. Keep it next lo you for ready ref¬ 
erence.) Then insert the cartridge. Turn on your game sys¬ 
tem. Press Reset to start the game. 

Choose your challenge! 


When the Message Screen appears, choose a Challenge 
Level from 1-8 by pressing the corresponding number on 
the controller Keypad. 

Challenge Level 1 is the easiest and a good starling level. 
After you wage a few WAR GAMES campaigns, your re¬ 
flexes will become quicker end the controls will become 
second nature to you. Practice your strategy. Then try a 
h a rd er le vel. The h igher th e level, th e mo re bon u s po I nts you 
get for a successful defense. 

At higher Challenge Levels, you have more time to defend 
the United States. Bui the aggressor attacks at lightning- 
fast speed. The entire aggressor arsenal is thrown at you in 
a ferocious onslaught. 

You're now ready to start your WAR GAMES campaign. 
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USING YOUR CONTROLS 


One-Command or Campaign 

1. Control Stick (GolocoVisicm^ or SuperAcIlon w Con¬ 
troller]! The Control Stick aims the WAR GAMES weap¬ 
onry In eight compass direelions. Press the Control Stick 
to move the cross hairs to intercept the enemy. 



2 , Keypad Overlay (CoIccoVision 1 - Controller): During a 
WAR GAMES campaign, pressing certain Keypad But¬ 
tons changes map displays or weapons control. 

Press a Keypad Button from to display one of Ihe six 
Defense Sector maps {lettered A-F). 

Press Keypad Button & lq display the U.S Strategic Map 
(an sectors). 

Press Keypad Button * lo control either Satellite or Sub 
Patrol Defense. If your chosen defense doesn't appear, 
press Keypad Button + agairr 
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Press Keypad But Ion # to 
scramble Interceptor Jets. If 
the interceptor Is not the ong 
you want, press # again. 

Press Keypad Button 0 for 
readiness of ABMS, 

When a weapon system is 
selected, the targeting cross 
hairs appear on the Defense 
Sector map. 

NOTE- Keypad Buttons 7 and 
9 have no function during 
game play. 

3- Side Buttons (ColecoVisionr" Controller): 

nigh Side Butinn (Selection Button): When delend- 
ing with Interceptor Jets, press the Selection Button to 
switch to a d ills rent Interceptor. 

Left Side Button (Aclivation Button): Press the Activa¬ 
tion Button to activate the delense chosen (See 
below). 

4. Action Buttons (Super Action 1 " Controller): 

Qnsnge Actum Button (Selection Bolton) When de¬ 
fending with Interceptor Jets, press the Selection But¬ 
ton to switch to a different Interceptor, 
njliQuv Action Button (Activation But ion): Press ihe 
Activation Button to activate the defense chosen (See 
below). 

DEFENSES ACTIVATED 

* Sub Patrol: starts moving to the cross hairs. 
Interceptor Jets: starts moving to the cross hairs. 
ABMs: launches missiles toward the cross heirs, 

B Satellite: (ires the Satellite's particle pa am 
toward the cross hairs. 

NOTE: You may also switch Interceptors by pressing the In¬ 
terceptor (^} Keypad Button, 
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Two-Commander Campaign 

Use your ColecoVisionr* ROLLER CONTROLLER. 

A Two-commander Campaign is a team eflorl lead by a 
Strategic Commander and assisted by a Field Commander, 
To co nd u ot a sued essful d etense. t h e c o m mande rs mus L co¬ 
ordinate Ihfilr actions during the campaign. 



Attach the ROLLER CONTROLLER to the ColecoVision 1 " as 
directed in the ROLLER CONTROLLER owner's manual. At¬ 
tach the ROLLER CONTROLLER to ADAM " as explained 
la SUPPLEMENT INSTRUCTIONS FOR ROLLER CON¬ 
TROLLER (Supplement No. 14310}. 
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The Strategic Commander removes the Hand Controller 
from the well. The Field Commander uses the Action But¬ 
tons and the .Roller Bell. 

1 Mode Switch: Slide the Mode Switch to "Joystick" Mode, 

2. H ii nd Com roller: The Strategic Com mender uses the 
Keypad Buttons only, See One-Comman tier Campaign 
for Keypad Button use. (The Control SticN and Side But¬ 
tons are not used,) 

3 . Roller Ball The Fie id Commander spins the Roller Ball to 
move the cross hairs to intercept the enemy. 

4. Action Buttons: 

ACTIVATION: The Field Commander presses either the 
left top or Ihe right bottom Action Buttons to activate the 
weapons system. 

SELECT 10 The Field Commander presses either the 
right top or left botlom Action Button to switch to a differ¬ 
ent Interceptor Jet, 

Practice Drills 

Just as NO RAD holds test drills, so should you, Before wag¬ 
ing your first real WAR GAMES campaign, pfay a few games 
and practice with each weapons system, Take lime to learn 
how the controls work and how each defense is used. Once 
you've practiced a few times, intercepting the enemy wil I be¬ 
come easier as will the step-by-step order of using your de¬ 
fenses. Then, wage your first WAR GAMES campaign with 
confidence! 
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HERE’S HOW TO PLAY 


Yqu hold the fate of the United States—possibly the world- 
in your hands. Can you save the wo rid from Doomsday? 
Here's how to wage a WAR GAMES campaign. 

Defense Plan 

Press U,S. Strategic Map Keypad Button to display the U.S. 
Map on your monitor. 

Preserve and Protect 

Decide which Defense Sector (A^F) ns In the greatest jeop¬ 
ardy. Press the correct Keypad Button to display that sector 

A - Pacific Northwest 
B = Midwest and Plains States 
C = New England 
0 ■■ SouihwBst 
E = Midwest and Gulf States 
F = Southeast 

Under Attack! 

All the United Slates defensive wg a pons appear on the sec¬ 
tor maps in blue. Anything that appears on iha map in while 
—a sub. bomber, or incoming missile (doited white 
lino]—means you're under attack’ Get your defenses ready. 

Choose Your Weapons 

Use your defenses to protect the sector. Ones a defense is 
initiated, immediately choose another sector to protect. The 
NORAD computer carries out your orders, freeing you to 
protect another sector, 
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You can defend the United Stales using four defenses: Sub 
Patrols, ABMs, Interceptor Jets and Satellites. Each De¬ 
fense Sector will not contain all of the defenses. Each de¬ 
fense is set in motion in the same step-by-step order: 

1 : Choose your weapon by pressing the correct Keypad 
Button. 

2. Prassthe Control Sticker spin Ihe RoilerBall lo move the 
crosshairs to intercept the enemy. 

Activate your defense by pressing the Ac rl vat ion Button. 



Condition Red! 

To the rigini of the map area is an indicator that displays the 
current Defense Condition or DEFCON for each of the six 
Defense Sectors and the TOTAL DEFCON for the entire 
United Slates. Constantly monitor all the sector DEFCONs 
and the TOTAL DEFCON. Whan any SECTOR DEFCON turns 
red, that sector is under attack. When the SECTOR DEF> 
CON is gray, that sector is no longer under attack. 
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A TOTAL DEFCON of 5 is peace: a TOTAL DEFCON of t indi¬ 
cates GQunterstriqfe status. Don't let the TOTAL DEFCON 
drop 10 1,1 f It reach as 1, the counters trike countdown starts 
at GO seconds and you must do every thing you can to raise 
its level back up. If the counter strike countdown reaches 
zero, the NORAD computer automaticaIIy launches anlCBM 
strike—that results in the nuclear destruction of the world. 
Rememb a r also to keep an eye c n the Time Remaining (hol¬ 
lo m right of your monitor). This shows how long you have to 
wage your campaign. Don't let lime slip through your 
lingers I 

Fire When Ready* 

The NO RAD command computer alerts you to the readiness 
status of your chosen defense, tf the weaponry is opera¬ 
tional. the computer sends you a "Heady" message When 
a defense is not operational, a massage tells you so. 

Strategy and Tactics 

NOTE: Vour selected weapon must contact the incoming 
enemy toeliminale that enemy. 

nt Patrols: All Defense Sectors except Sector B have Sub 
Patrols. U.S. Subs can be used only against enemy subs. 

inter ta: All Defense Sectors have SAC Bases, from 

which you can scramble interceptor Jets. They can be 
scrambled against boih enemy missiies-and bombers. 

■ u.. Defense Sectors A. 0 , and E have ABM base3. ABMs 
can be launched only against enemy missiles. Additional 
ABMs cannot be launched from a sector if other sector 
ABMs are Still "in Flight." 

Sat nit. ; The Satellite's particle beam is effective against 
ovary aggressor weapon. Press Keypad Button Satellite/ 
Sub until the “Satellite Ready" message appears on your 
monitor. The Satellite is (he most powerful weapon in your 
arsenal. When it's ready for use, make it your first line of 
defense. 
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Tactical Hints from NO RAD Command 

The aggressor attacks most Intensely from the north. Di¬ 
rect your defense to the northern sectors first. 

Enemy bombers move very slowly; so defend against in¬ 
coming enemy missiles first. Then conduct a ’’mopping- 
up” operation against the enemy bombers. 

If you fall to intercept an enemy sub with, your Sub Patrol, 
switch immediately to Interceptor Jet defense. 

Operation WAR GAMES 

Now it's up to you. You’ve got the knowledge, you’ve got I he 
defenses and—you've got the skill- The fate of the world 
rests squarely on your shoulders. H's time for WAR GAMES. 


Aftermath: What Can Happen 


Cea se-fire 

Everyone in the control room breathes a sigh of relief. You 
did it! You singlehandedly bought enough time for diplo¬ 
mats to negotiate with the aggressor 

Counterstrike 

You couldn't quite pull it olf, The attack was just too fierce, 
The counter&trike countdown started and things started to 
snowball. You couldn't stop the N0RAD computet from 
launching the (CBM counterslrike. However, unlike real 
global thermonuclear war, you can try to save the world 
again and again, 

WAR GAMES Debrief 

WAR GAMES is a simulation of a nuclear strike, Some terms 
used here are different from those actually used by NORAD. 
The weaponry and strategy were designed to enhance the 
simulation end make it challenging and exciting. 
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Starting over 

Press Keypad Hutton * !o wage another campaign at the 
same Challenge Level. Press Keypad Button # to choose a 
new Challenge Lews I. 

Reset 

The Reset Button on the console "dears' 1 the computer. It 
can be used at any time to start a new game, and can al$c 
be used in the event of gams malfunction. 



SCORING 




Aggressor 


Strike 

Eliminated 


Points 

Incoming Missile 


......... 10,000 

Enemy Sub. 


......... 50,000 

Enemy Bomber, 

- - -- 

......... 50,000 


Good Guys Finish First 

If you’re successful, you'll earn these End-otohe-Campaign 
bonuses: 

Cities Saved u«nu- The number of cities saved limes your 
Challenge Levef times 3,000,000. 

M litsry Bases Saved; The number of military bases saved 
limes 1,000, COO 


THE FUN OF DISCOVERY 


This instruction booklet provides the basic information you 
need to get started playing WAR GAMES, but It is only the 
beginning. You will find thai this cartridge is Full of special 
features that make WAR GAMES exciting every time you 
play. Experiment with different techniques—and enjoy the 
game! 
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90-DAY LIMITED WARRANTY 


Cb I'CO warrants In Ihu iinyh'iinl uoriM.iiri«ii InurrihuMif in |iiu Jmtild Sl-HOfc 0' 
America triat this wd*0 •game carlodge will be tree of defects m malarial Or 
YrDrKnnn&hlpfor 90'says from ffi* dflMJ of purchrmn under normal m-botrae use 

Co son's sole anfl exclusive I lab lny lordefects in maieh at and workmanship 
i-iml i bo limilart to Hrpfilr or replac-amenl m a n aulhonied Coles* Strwso 8tt> 
lion. This warranty dees not obligate Coleco labour the test ol irsospo'ialian 
charyes in c onnection wnh the repair or rea' acennent of de'ectivo carts 

This wp.rra nty is invalid il the d [image Or delect I £ caused by accid ent, acf ol 
God. consumer abuse, unauthorized alteration or repair, vSiftdaliST;, or misuse 

Any implied warranties arising out Of the sale or lht video game car- 
iriHges Including the Implied warranting ol nurcheniability and fitness fora 
particular purpose ira limited tn the above BD day parted. Coleea still I In no 
event !t>e liable for incidental^ consequential, contingent at any other 
damn go i . 

This warrant gives yOu SpOCiiie leflfll ngbfs* and you may haw other rights 
which vary Ircun Sluio toSiiiln Soma stales da not allow LhetiHdlullon 0<Mimita¬ 
tion ol ncidenial or consequential damages dr limitations on how long *n mo- 
pied warranty Iei&It. SO the fi hove llrouatlons or enclus oris may rof apply tOyOv 

SERVICE POLICE 

pisaso raid your Video Game Owner's Manual camrnlty hnlqrs irtinfl Ihn 
product- H your video game cartridge fails CO Operate property, ptessereler to 
ihn irOublO-ShMlino checKilsf In Ihe Owner's Manual lor yeuf particular video 
system If you caonoL correct tho malfuncil&h after consulting the iroub’e- 
Stipnling checklist. please ceil CuEtcmer Service on COltOO'S lotl-free service 
hDEllne I - SOD ■ ■ i22£ r.H lunvin |ei Trim service mi I n upni anon from ft DO a .m to 
lft.00 p.m. Eastern Standard Time, Monday through Fndsy. 

II CUstomar Service IOyI*** you CO raiurn yo*ir video game cartridge, plana* 
return itpcslage prepaid and insured, with your name, address, p-co? oFthe date 
ol punshimc, and a bno! dS&PhptIon Of fhd problem to the Service Slilion you 
hnrvo uearii d irec loo to return It id by the toll-free ss r vice informal ion If yOur car- 
lodge is fo-und to br faewry defective during Ihe first 90 days, it wifi be-impaired 
pa replace* ai no coat i* you. If the corindgo Is found to hiv* been consumer 
damaged or abused and Iherelaie not covered by Ihe warranty, then you will oe 
nnvntnrt. in nuwmce. of nmair can Is 

If your cartridge requires serviceaFler expiration or Ihe go dHy Limited War¬ 
ranty period, please call Coleoo's loH-lreo norvinp holliim far msl ruction a an 
how to airoceed: 1-0GiJ-B J t?-1?i?5 neiioriwide. 







WAR GAMES © 1903 by United Artists Corporation. ALL 
RIGHTS RESERVED, 

GGLECOVlSlONw is a registered trademark gf Co lego In¬ 
dustries, Inc. ADAM'" is a trademark of Coleco Industries, 
Inc. 

Package, Program and Audiovisual <£> 19B4 by Coleco In¬ 
dustries, Inc., Amsterdam, New York 12010. .All Rights 
Reserved. 

fc: 19B4 Coleco Industries, Inc. All Rights Reserved. 








